Crafting the world of Death's Door was 
such a delightful journey fueled by fond 
memories of our favorite games and 
animations growing up. There was rarely 
any uncertainty or misalignments, as we 
all trusted each other's affection for our 
inspirational sources, and we were able to 
nail down the project vision early on. After 
we settled on some particularly surreal 
concepts, including a walking cathedral 
and a sentient door knocker, we went 
headfirst into production, eager to flesh 
out the grey canvases of the prototype. 
From there on, one idea would feed into 
the next, and our morbid little adventure 
of lost souls, reaping crows and magical 
doors, began to emerge. 

This booklet follows the chronology of the 
game's story, so you can have a peek while 
playing the game. Enjoy! 


- Frits Olsen, Art Director 
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FINAL CROW DESIGN J 


The final design for our hero is 
cuter and smaller than all the other 
crows in the game. It features sleek 
grey patches and wings forming a 
bell-shaped robe emphasizing its 
bipedal weight and agility. 
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3D art by Juan Abad 
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GRIMACE KNIGHT 


The Grimace Knight was the 
first character designed and 
created in 3D for the game. 
Inspired by Tibetan dragon 
masks, the colorful grotesque 
armor established the tone of 
the world and its inhabitants. 
We continued to draw 
inspiration from traditions 
worldwide to create something 
that felt both earthly and 
uncanny. 
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GUARDIAN OF THE DOOR 
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THE BELLTOWER 


Concepts by Sarah Morris 
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In-game model by Juan Abad 
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In-game model by Juan Abad 


Concept by Frits Olsen 


THE FOREST SETTLEMENT 
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Initial concept for the 


forest section. 
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In-game model by Juan Abad 


Concept by Frits Olsen 


THE OLD WATCHTOWERS 
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LORD OF DOORS (FINAL CONCEPT) LORD Doo 


We wanted the Lord to 
look entirely consumed by 
their purpose of being the 
ultimate gatekeeper. As a 
result, the final design 
resembles a robotic deity 
where every part is in the 
shape of a keyhole or an 
arched door. 

On the right, you can see 
some of the more human 
directions we explored. 


50 MANY DOORS! 


Doors play an important role 
in the game’s story and lore. 
Consequently, they had to be 
presented as centerpieces with 
adornments and portraitures 
representing their masters. An 
exception was the eponymous 
Death's Door, which features a 
simple monolithic design. 
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Boss door concepts by Sarah Morris 
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PENHS SHADOW 


For the personification of Death 
itself, we needed a design that 
broke with players’ expectations 
while still paying homage to the 
traditional depiction of the grim 
reaper. A teenager with 
existential anxiety and a black 
hoody felt perfectly apt. Death 
wears a soul-catching fanny 
pack and casts a terrifying 
shadow. 


THE END 


Frits Olsen Art Direction, Concept Art 
Sarah Morris Additional Concept Art 
Juan Abad 3D Art 


